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INTRODUCTION 

Punctuation is writing’s way of dealing with the pauses, gestures, and 
emotional content of speech. Its rules exist to guide us toward a common 
goal: communication. Yet there is a more important element involved in 

writing: creativity. Professional writers often style their writings by 

manipulating punctuation. Poets have even more fun, throwing marks around (or 
out) to surprise and tickle their readers. So, even with general agreement on 
the rules of punctuation, professional writers always find it necessary to 
’’bend” the rules to express themselves in just the right fashion. 

The result is that punctuation has become one of the most difficult 
subjects to teach in schools. A teacher may introduce a rule of punctuation 
(for example, using a comma following an introductory clause) only to have a 
student come up with a published writing that ignores the rule. Isolated 
sentences may be used to introduce punctuation usage, but the real proof of 
comprehension comes when students confront more complete writings. 

That's what PUNCTUATION PUT-ON is all about: a game-like practice 
program that places students in the seat of the writer, making punctuation 
decisions based on meaning and position within and across sentences. This new 
"punctuation processor" will handle the basic punctuation marks in any 
writing. 

PUNCTUATION PUT-ON does not teach the rules of punctuation; it's not out 
to replace the teacher. It simply offers students a challenging new format 
for enjoyable practice. At the same time, it offers teachers diagnostic 
support, keeping tabs on student weaknesses in punctuation. Teachers can also 
use various options to style the way it operates, including random or 
sequential selection, setting how many marks to use during a play, turning the 
sound on or off, and even incorporating time limits. 

The PUNCTUATION PUT-ON package includes one Teacher Diskette and up to 
three Student Diskettes, covering grades 3 through adult. Each Student 
Diskette is distributed separately, therefore, you may have the Teacher 
Diskette and one of the three Student Diskettes. Each Student Diskette 
contains 15 original selections and space for adding 15 more. 
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PUNCTUATION PUT-ON: The Punctuation Processor 
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SKILLS: 


Ending and internal punctuation marks. 


STUDENTS WORK WITH: Quotation, question, and exclamation marks; 

periods? commas? apostrophes; semicolons; 
colons? hyphens? dashes? ellipses; and 
parentheses. 


GRADE LEVELS: 


READING LEVEL: 


SELECTIONS: 


Student Diskette 
Student Diskette 
Student Diskette 


#1: Grades 3 - 
#2: Grades 6 - 
#3: Grades 9 - 


6 (Elementary) 

9 (Jr. High) 
adult (Sr. High) 


Student Diskette #1: 
Student Diskette #2: 
Student Diskette #3: 


2nd grade (Fry Test) 
5th grade (Fry Test) 
6th grade (Fry Test) 


15 per Student Diskette, with space on each 
for adding 15 more. 


TIME REQUIRED: 


5-10 minutes per selection. 


OBJECTIVES: 


* To practice punctuation marks in all styles and 
forms of writing? 

* To make punctuation decisions based on meaning and 
position? 

* To diagnose punctuation weaknesses? 

* To allow custom-tailored challenges for specific 
needs or grade levels. 
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PROGRAM DESCRIPTION 


PUNCTUATION PUT-ON challenges students to put their punctuation skills to 
work, focusing on both ending [. ? !] and internal [• " ; : , - ()] 
punctuation marks. First, a writing selection is displayed, complete with 
punctuation marks. Then up to 10 of the marks are "blanked out." A blinking 
cursor (a white box on the screen) appears in place of one of the marks. 
Students select the mark that goes there. 

The marks are replaced in one of two ways — all in a row or mixed up. 
When the cursor replaces marks sequentially, students respond as they read 
along. This provides a more natural flow for their punctuation decisions. 

When the cursor replaces marks randomly, students must first re-read sections 
of the text to make their decision. In both cases, they learn to use the 
context of a mark — its position and meaning in a sentence — to reinforce 
their decisions about when and where to use different kinds of punctuation. 



- 3 - 



PROGRAM OPERATION 


Getting Started 


PUNCTUATION PUT-ON comes with one Teacher Diskette and up to three 
Student Diskettes. The program starts by displaying the SUNBURST Logo 
followed by the PUNCTUATION PUT-ON title screen. On this screen a prompt 
appears telling students to insert their Student Diskette. 

The Student Diskette level (1-3) will appear next, along with a prompt 
for typing in the player’s first name (up to 10 letters). 


NOTE: Holding down the CONTROL (CTRL) key and pressing the E key 

is the escape sequence for this program. If it is pressed before 
a name is entered, the player immediately goes to the main menu. 
"STUDENT" is then used as the default name of the player. 


The MAIN MENU 

The MAIN MENU of PUNCTUATION PUT-ON offers six choices. 


inliiii 


PLAY SELECTIONS 
SCORE 

PROGRESS TABLE 
BEGIN AGAIN 
INSTRUCTIONS 

KHO 



Students press the up and down direction keys [ T ] [ ▼ ] 

to move the pointer from choice to choice.* To go to their choice: 

• On the Apple, they press RETURN. 

• On the IBM PC and PCjr, they press ENTER [ I ] . 


* If students are using an Apple II Plus, they have a choice. They can 
either press the left [ ◄— ] arrow key or hold down the CONTROL key and press 
the K key (CTRL-K) to go up; to move down they can either press the right 
[ —► ] arrow key or hold down the CONTROL key and press the J key (CTRL-J). 
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PLAY SELECTIONS 


The first choice on the MAIN MENU is PLAY SELECTIONS, which takes players 
to a menu offering five selections, NEXT GROUP, and the choice of returning to 
the MAIN MENU, NEXT GROUP moves players to the "next group" of five 
selections. When the third group of five is displayed — completing the 
listing of all 15 titles available per Student Diskette — pressing NEXT GROUP 
returns them to the first group. 



► I* TOP TEEN DECADE 
THAT'S RICH! 
TARGET-5 

UOICE IN THE FOG 
FIRE ! 





. ii!!n 

ISIIIIII 



Students may choose any of the 15 writing selections. Prior to beginning 
play, they are shown the full writing. They are encouraged to read the 
writing first, paying close attention to the punctuation marks. 


r 




LOST CAT 

CAT — A 5—year—old/ fenale Sianese cat 
Mas lost near Park and 52nd Sts* Thurs¬ 
day night* Her nane is "Podunk•" 

She's light brown with a black nask on 
her face; she has golden eyes and 
white paws* Her five baby kittens Miss 
her very Much* and she is also Missed 
by 5—year—old Ida* 3—year—old Benny* 

and 2—year—old Alan* Podunk Mas last 
seen Hearing ber silver collar- She 
doesn't bite and is very affectionate. 

If you have seen her or know where she 
Might be found/ call 115—1115* There 
is a $10 reward. Bring her to Edith 
Jones' residence* 5218 Park St-* 
before 10 r*m- Monday—Friday* or 
anytine on the weekend* 

iiiiiiiiiiirfiiiiiiiiiiiiiiiiiii- iiiriiiMiii’iiiiniir?iiii: mu mu iiik iiioiiiimiinniiiiiiiHiiiiii 

Look carefully at the punctuation* 
Press RETURN to continue- 
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When game play begins, PUNCTUATION PUT-ON is initially set to blank out 
10 marks per game. Teachers may change this number (see MARKS PER GAME, page 
16)• Students determine the marks as they are replaced by the blinking 
cursor. 

Two Ways to Respond . Students have two ways to respond. They may type a 
punctuation mark from the keyboard or simply select one from a row of 
punctuation marks that appears on the screen below the writing selection. To 
select a mark, students use the directional keys, [ ^— ] or [ —► ], which move 
a pointer back and forth along the row. They press the RETURN key (ENTER 
[ 1 ] on the IBM) after stopping at the punctuation mark they want. 


• If a correct response is made, a rising note is 

sounded and a star (*) — a happy face on the IBM — 
or other congratulatory message is displayed. 


• If a wrong response is made, a low note sounds. 

"ANSWER" then appears below the row, pointing to the 
correct punctuation mark. Students must type in the 
right mark before going on. 


The Exclamation Mark . The use of the exclamation mark is sometimes a 
function of a writer*s style rather than "correctness." Usually, PUNCTUATION 
PUT-ON compares the student*s response with the punctuation mark in the story; 
if they match, the student is given credit. However, a second chance is 
allowed when students deal with exclamation marks. If they choose a period 
(or a comma before a closing quotation mark) when the program expects an 
exclamation mark or vice-versa, they receive the following message: 

Changes the meaning, try again. 

This alerts them to the similarity of the marks in that situation — 
differing only in the emphasis that the author^has chosen to convey. Students 
then get a second chance to select the mark used in the story. A student's 
correct response on the second try is given full credit . PUNCTUATION PUT-ON 
only permits correct entries on a second try for these combinations. 
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Summary Page , When students complete a selection, "THAT'S ALL FOR NOW" 
appears at the bottom of the screen. They next see how they have done by 
moving to a summary page that displays all the student's answers matched to 
the marks used in the selection. 



If they complete a selection without an error, a musical congratulatory 
message ("Good for You, 100%.") is displayed with the summary page. 
PUNCTUATION PUT-ON keeps track of the number of times a student makes a 
perfect score; this is shown when they select SCORE from the MAIN MENU (see 
"The SCORE Page" below). 

After examining their results, players move back to the PLAY SELECTIONS 
menu. They may repeat a selection any number of times or change to a new one 
from the PLAY SELECTIONS menu. 


The SCORE Page 


Students may see how they did in any writing selection by choosing SCORE 
from the MAIN MENU. Each group of five selections has its own SCORE page. 
Students first move to a menu of titles and select one or NEXT GROUP — just 
as they did in PLAY SELECTIONS. They then move to a screen containing all 
scores recorded for the five selections listed: 
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The SCORE page keeps track of the number of correct answers for each 
group of writing selections. The number of correct responses is shown in the 
"RIGHT** column. The "TRIES" column displays how many responses have been 
made. The "%" column presents grade-like percentages. The "Total" at the 
bottom displays the grand score for that group. Below that is the number of 
perfect scores they made while using that group. 


NOTE: If students leave a game early by using 

CONTROL-E (see NOTE on p. 4), any points made up 
to the escape point are still counted in their 
score. 


The PROGRESS TABLE 

Players can check the kinds of errors they make in PUNCTUATION PUT-ON by 
choosing PROGRESS TABLE from the MAIN MENU. 



The "ANSWER" column shows the punctuation marks used in the selections. 
The number of times a particular mistake is made appears in the table under 
"STUDENT TYPED," with each wrong mark listed in a separate column. 

The "TOTAL" column shows the total number of errors for each punctuation 
mark. Players see not only which marks they missed but which marks they 
should have typed instead (for example, using a semicolon instead of a 
period). This allows teachers (and students) to diagnose weaknesses and focus 
on what marks need more study. The errors shown in the table are cumulative 
across all selections. 
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BEGIN AGAIN 


BEGIN AGAIN allows new students to restart PUNCTUATION PUT-ON without 
having to end the program. It also allows a student who has been playing for 
awhile to start over or change diskettes. 

If students select BEGIN AGAIN from the MAIN MENU, they are asked to type 
in their first name, as they did at the beginning of the program. Then the 
students are asked, "Do you want a fresh score?" If they answer yes, all 
scores are reset to zero and the PROGRESS TABLE is cleared out. If they 
answer no, everything is left unchanged. Students who wish to reset their own 
scores to zero should type in their name again to go to the fresh score 
question. 

If students wish to switch Student Diskettes, they remove the old and 
insert the new Student Diskette before choosing BEGIN AGAIN. 


NOTE: During BEGIN AGAIN, students may press 

CONTROL-E to escape (see NOTE on p. 4). If 
this is done before typing in a new name, the 
default name "STUDENT" is used by the program. 
If it is done before they answer the fresh 
score prompt, the current score is not changed 
and students are returned to the MAIN MENU. 


INSTRUCTIONS 


If students choose INSTRUCTIONS, they see a series of screens describing 
all the options on the MAIN MENU. Students move from screen to screen by 
pressing the RETURN key (ENTER [ J ] on the IBM), which finally returns 
them to the MAIN MENU. 


END 


To quit PUNCTUATION PUT-ON, students choose END, the last choice on the 
MAIN MENU. The program then stops and players are asked if they want to use 
another diskette. If they answer yes, they are told to insert the new 
diskette. If players answer no, they are told to remove the diskette and turn 
off the computer. 
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CHANGE OPTIONS 


PUNCTUATION PUT-ON provides a wide range of special options for teachers. 
They can change the way the game is played, add or edit new selections, copy 
selections from one Student Diskette to another, and make as many copies of 
their Student Diskette as they like. They should remove any write-protect 
sticker before entering the CHANGE OPTIONS. 

Entering CHANGE OPTIONS 


CHANGE OPTIONS can be entered from only two places in PUNCTUATION PUT-ON. 
Teachers may enter at the beginning of the program when "Type your first 
name:" appears. They can also reach CHANGE OPTIONS by choosing BEGIN AGAIN 
from the MAIN MENU, where "Type your first name:" also appears. In both 
cases, CHANGE OPTIONS must be entered before a name is typed. 

Teachers go to the CHANGE OPTIONS feature by holding down the CONTROL 
(CTRL) key and pressing the T key. After CONTROL-T has been pressed, the 
CHANGE OPTIONS menu appears. 
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► I* CREATE/'CHAHGE SELECTIONS 
PRINT SELECTIONS 
ERASE SELECTIONS 
COPY SELECTIONS 
MAKE STUDENT DISKETTE 
STYLE OF PLAY 
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CREATE/CHANGE SELECTIONS 


To add new writings to PUNCTUATION PUT-ON, teachers choose CREATE/CHANGE 
SELECTIONS, the first choice on the CHANGE OPTIONS menu. They may enter up to 
15 new stories, poems, or other writings. They may edit or replace them, too. 
Choosing this option the first time moves teachers directly to a menu with 
three options: NEW SELECTION, NEXT GROUP, and OPTIONS MENU. 
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Choose a selection. 


They choose NEW SELECTION to add a writing. Up to five new writings can 
be entered per group. They can then choose NEXT GROUP and add five more — 
and another five after that. 

Writing a New Selection . Starting fresh, teachers are presented with a 
new screen. First, they are asked to type in a title (20 characters or less). 
The title is then printed at the top of the typing area on the screen. Next, 
a cursor appears in the top left-hand corner of the typing area, signaling 
teachers they can begin writing. 

There are 19 lines available (including the very first line with the 
title, if they want to use it). That's enough space for about 100 words. The 
computer will "beep" when the screen is filled up; no additional words will be 
accepted, but editing will still be permitted. 

Teachers may change what they have written on the screen by typing over 
old letters or words with new ones. Backspacing over letters also deletes 
them. In addition, the directional keys may be used to move the cursor all 
over the screen. (On the Apple II Plus: Backspacing — Control-D; to move up 
— Control-K; to move down — Control-J; upper to lowercase letters (or 
vice-versa) — Control-A.) 
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A maximum of 38 characters fits on each line. If a word appearing at the 
end of a line exceeds the character limit, the entire word will automatically 
wrap around to the next line. It is not necessary to use all 19 lines of the 
text area or even every space on each line. For example, if teachers type in 
a brief line of poetry, they press the RETURN key (ENTER [ i ] on the IBM) 
to indicate the end of a short line. 

Saving a Selection . Teachers save their writings to the Student Diskette 
when they want their students to use them in PUNCTUATION PUT-ON. After 
teachers finish typing in a selection, they save it by following these 
instructions: 

• On the Apple, they hold down the CONTROL key and press the S key. 

• On the IBM PC, they press the F10 key. 

• On the IBM PCjr, they press the FN key and then the F10 key. 


PUNCTUATION PUT-ON selects the first 50 punctuation marks of a selection 
for use in student play. If there are fewer than 50, it uses all. Each mark 
selected will be noted during the save process, to show which marks are part 
of the new selection. After the story has been saved, the CREATE/CHANGE menu 
automatically returns. The selection is now part of a new, "alternate" PLAY 
SELECTIONS menu that holds only the selections added by the teacher. 


NOTE: Sometimes teachers may wish to quit in the 

middle of typing a new selection. Pressing CONTROL-E 
takes them back to the CHANGE OPTIONS menu without 
saving their work. 


Changing or Replacing Selections . Once a writing has been saved to the 
Student Diskette, it can also be called back and changed by selecting 
CREATE/CHANGE SELECTION. Selecting a title to call back from the Student 
Diskette, teachers can then change the title or text — anything from a letter 
to the full writing. When they finish changing things and are ready to save 
their writing, they follow the same procedures they followed in "Saving a 
Selection" (see above). 
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PRINT SELECTIONS (Apple Only) 


Teachers can print out copies of their selections if they have a printer. 
After choosing PRINT SELECTIONS from the CHANGE OPTIONS menu, they are shown a 
list of their titles. Teachers choose a selection and the full text appears 
on the screen. They are asked: 

Print this selection? 

Press [Y]es or [N]o. Press RETURN. 

If teachers answer yes, the selection is printed. Printer must be turned 
on . If they answer no, they are returned to the list of selections. When 
printing is completed, teachers may select another one to print. Selecting 
the OPTIONS MENU choice at the bottom returns teachers to the CHANGE OPTIONS 
menu. 


NOTE: IBM PC and PCjr users can use the SHIFT and 

PrtSc keys to print any selection displayed on 
their monitor. 


ERASE SELECTIONS 


The third item on the CHANGE OPTIONS menu allows teachers to erase any of 
their own selections from the Student Diskette. (The original PUNCTUATION 
PUT-ON selections cannot be erased.) 

When ERASE SELECTIONS is chosen, the titles added by the teachers will be 
shown (if any exist). Teachers select the one they wish to delete from the 
Student Diskette and press RETURN (ENTER [ ] on the IBM). That selection 

is shown, and teachers are asked if they want to erase it. After a selection 
has been erased, teachers will be returned to the same menu? they can then 
erase another selection. Choosing NEXT GROUP allows teachers to see the 
titles for the other two groups, in case they want to erase one of those 
selections. Selecting the OPTIONS MENU choice at the bottom returns them to 
the CHANGE OPTIONS menu. 
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COPY SELECTIONS 


Once teachers have entered their own selections, they can move them from 
one Student Diskette to another through the COPY SELECTIONS feature. Teachers 
should be sure they have an extra Student Diskette available to receive the 
copy before using this option (see MAKE STUDENT DISKETTES, below). 

Choosing COPY SELECTIONS causes the menu of teachers' selection titles 
to be displayed. They pick the one they want to copy to another Student 
Diskette and follow the instructions. 

First teachers will be asked to remove their "source" Student Diskette 
from the disk drive. Then they insert the "destination" Student Diskette, the 
one to receive the copy. The program then transfers the selection to the 
destination Student Diskette. When the transfer is finished, they will be 
asked to remove the destination diskette and reinsert the source Student 
Diskette. The program then returns them to the menu of selections again — 
for more copying. If teachers do not wish to copy another selection, they 
choose OPTIONS MENU to return to the CHANGE OPTIONS menu. 


NOTE: Teachers can work with any Student Diskette 

placed in the disk drive whenever the CHANGE 
OPTIONS menu is displayed. Students can switch 
diskettes whenever the MAIN MENU is displayed by 
choosing BEGIN AGAIN (see p. 9). Switching 
diskettes at other times should be avoided. 


MAKE STUDENT DISKETTE (Apple Only) 

Teachers can make extra copies of their Student Diskette by selecting the 
MAKE STUDENT DISKETTE option from the CHANGE OPTIONS menu. They should make 
sure they have a blank diskette on hand before beginning. The Student 
Diskette they wish to copy must be in the disk drive. 

When teachers choose MAKE STUDENT DISKETTE, they are asked to insert 
their blank diskette. The program formats the diskette and creates a new copy 
of their Student Diskette. The new copy will contain the original selections, 
and if teachers have typed in their own selections, they may choose to 
transfer them to the new copy also. When the new Student Diskette is ready, 
teachers are returned to the CHANGE OPTIONS menu. They can repeat this 
process as often as they like. 


NOTE: IBM PC and PCjr owners must use the DOS 

commands (outside this program) to make copies 
of their Student Diskette(s). (See "Making A 
Copy of Your Student Diskette," p. 35.) 
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STYLE OF PLAY 


Teachers may change a number of details in PUNCTUATION PUT-ON by 
selecting STYLE OF PLAY from the CHANGE OPTIONS menu. Any changes made will 
stay set. This allows teachers to establish the way the Student Diskette will 
be played until they want to make changes again. And they can style each 
Student Diskette differently, if they like. 

The STYLE OF PLAY menu offers four design options for styling play: 



SOUND ON/OFF . Sound is included in PUNCTUATION PUT-ON for enhancing the 
enjoyment of play. However, :.t is not necessary for clues or anything 
pertinent to play. If teachers prefer to turn off the sound for use in the 
classroom, they select the first choice on the STYLE OF PLAY menu. The 
following message is then displayed on the screen: 

Current setting for sound: ON 

Do you want to change it? 

Press [Y]es or [N]o. Press RETURN. 


When teachers want to turn the sound off, they press "Y" for yes and then 
press RETURN (ENTER [ 1 ] on the IBM). The screen then shows the new 

setting: 

Current setting for sound: OFF 

Pressing RETURN (ENTER [ —i ] on the IBM) takes teachers back to the 
STYLE OF PLAY menu. Once the sound is off, it can just as easily be turned on 
again. All STYLE OF PLAY options work the same way. 





MARKS PER GAME , Teachers may set how many punctuation marks are to be 
used during play — the number of MARKS PER GAME. PUNCTUATION PUT-ON is 
initially set to the maximum of 10 marks per game, but that can be changed to 
any number from 1-10. 

SEQUENCE OF MARKS . When PUNCTUATION PUT-ON first begins, the processing 
of punctuation marks is set to STRAIGHT , meaning all marks are selected in an 
orderly sequence — just as students see them as they read along. Teachers 
can change this to RANDOM , so that the selection of marks occurs in scattered 
fashion all over the text. 

TIME-OUTS . Teachers may limit the time allowed for replacing punctuation 
marks — as a way of changing the focus of the program to a test or limiting 
each student's playing time. PUNCTUATION PUT-ON initially has no time limit; 
students may take as long as they want to replace a mark. 

When teachers choose to use time-outs, PUNCTUATION PUT-ON works as 
described above, with the following difference: If students do not replace a 
blanked-out mark in the allotted response time, they are told "TIME'S UP" and 
a "T" appears in the selection. The correct mark is then pointed out in the 
punctuation row below the selection. The student must enter it before moving 
on. Time-outs are counted as wrong answers. They will also appear as T's on 
the summary page when the game is over. 


NOTE: Teachers should alert students to the 

number of time-outs they are allowed during play, 
if they elect to use TIME-OUTS. There is no 
indication on the screen to alert them. If 
students exceed the number of time-outs allowed, 
no score will be recorded for that play. 


Whenever this feature is turned on or_ left on, two more questions are 
asked: TIME-OUTS PER GAME and RESPONSE TIME. Teachers may wish to keep the 
initial settings for these the first time they use time-outs. The default 
settings for the number of time-outs per game (5) and the time of response (10 
seconds) have been used with success during classroom testing in the 
elementary grades. Teachers may wish to use these values as starting points; 
they can change them after they have seen how students react. 
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OPTIONS MENU . After making any of the changes described above, teachers 
return to the STYLE OF PLAY menu. When they are finished styling game play, 
they select OPTIONS MENU to return to the CHANGE OPTIONS menu. 

Leaving CHANGE OPTIONS 

Selecting MAIN MENU, the last item on the CHANGE OPTIONS menu, returns 
teachers to the student portion of PUNCTUATION PUT-ON. Student play can then 
proceed. Teachers are asked a question before returning to the student part 
of the program: 


Use your selections in the game? 
Press [Y]es or [N]o. Press RETURN. 


If the teacher has entered new selections into the program and wants to 
use them in game play, they answer "Y" for yes. If they want to use the 
selections that come with the program, they answer "N" for no. If they have 
not added any selections of their own to the program, they will not be asked 
the question. 


NOTE: Teachers should be aware of the conse¬ 

quences involved in interrupting student play to 
change the program. Any scores that are record¬ 
ed by students prior to a teacher*s entry to the 
CHANGE OPTIONS portion of PUNCTUATION PUT-CN will 
be erased. Also, before allowing students to 
play again, teachers should direct them to 
choose BEGIN AGAIN from the MAIN MENU to enter 
their names. Otherwise, the default name, 
STUDENT, will be used by the program. 





TEACHING SUGGESTIONS 


PUNCTUATION PUT-ON provides a unique way to encourage students to put 
their punctuation skills to work. In effect, they are participating in the 
writing act when they make punctuation decisions. 

One of the best features of PUNCTUATION PUT-ON is how easily it lets 
teachers change the way it works and what it uses. This allows them to tailor 
the program to their students' specific needs or grade level. For example, 
when students master the original materials included in PUNCTUATION PUT-ON, 
teachers can continue to challenge them by changing its STYLE OF PLAY options 
or adding new selections. 

Using Your Own Selections . Teachers may find it useful to type in 
punctuation materials being used by students in the classroom. The program's 
diagnostic PROGRESS TABLE can then provide a quick check of student 
comprehension of the materials. The table can also give teachers a closer 
look at specific student weaknesses so that punctuation selections can be 
custom-tailored for remedial purposes. 

Teachers are also encouraged to type in selections from published 
materials. Short pieces from newsletters, magazines, newspapers, and other 
journals being used in the classroom may be easily incorporated into 
PUNCTUATION PUT-ON. Parts of novels, plays, speeches, TV scripts, letters, 
postcards, and even advertisements may be useful for older students. This 
helps the teacher focus student attention on the way punctuation is used in 
different styles of writing. 

Another way to add fresh new selections to the program is to use the 
writings of the students themselves. For example, teams of students may enjoy 
producing writings specifically intended for use as PUNCTUATION PUT-ON 
selections. Also, composition contests can be held, with the winners' papers 
typed into the program and used by the class. Teachers may prefer to enlist 
the aid of the better student typists to enter these selections. 

If teachers permit their students to type in their own writings, they 
should decide in advance if student selections are to be kept private (to add 
to student interest in writing), or if they are to be considered "open" — to 
be exchanged with other students (further enhancing the use of the program). 

Time Limits . Once the program is thoroughly understood by the students, 
teachers may wish to try out some of the special options, such as the 
"time-out" feature. They are advised to begin by using the original settings 
of this feature until they see how students react. 

Some students thrive on competition, and time limits add to the challenge 
of the program. However, some students lose interest when such constraints 
are placed on them. In the latter case, time-outs may prove to be 
frustrating. Special education teachers will probably avoid this feature. 
Remedial students seldom benefit from time limits. 
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Student Diskette Benefits , The Student Diskette style allows teachers to 
make copies for all students (or specific groups of students) in the 
classroom. Setting separate Student Diskettes to work in special ways for 
selected students or groups is very practical; each time the Student Diskette 
is started, it will work in the same way. This permits students to work in a 
more independent manner. In addition, the information on the diskette will 
act as a record of individual or group performance (during a session). 

The content of the original selections included on the three Student 
Diskettes is directed toward specific grade levels (see TYPES OF MARKS, page 
23). However, the challenges may not line up with the abilities of all 
students in all classes, so teachers are encouraged to move more gifted 
students into higher levels earlier; in turn, remedial students may benefit 
from working longer with lower levels. Teachers may also wish to specifically 
design writings for such students, since control of the program allows them to 
limit what the students use during play. Once teachers choose to use their 
own selections in the game, only these writings will be seen by students. 

Higher Challenges . When middle and high school teachers type in their 
own selections, they may use punctuation that the program cannot account for, 
except in a piecemeal fashion. Although hyphens are readily handled by the 
punctuation processor, dashes are typed as double hyphens — and handled as 
two occurrences of the mark. The use of ellipses (...) also presents 
problems, since the processor will consider them as three separate periods and 
select one at a time. However, such problems can be overcome by setting the 
SEQUENCE OF MARKS to RANDOM (see p. 16). 

Younger readers and writers may fare better with the processing of marks 
set to STRAIGHT, allowing them to consider the marks as they read along. On 
the other hand, older students may enjoy the higher challenge of RANDOM mark 
selection, since this forces them to re-read sections of the text before 
making their decisions. In addition, the RANDOM setting will rarely pick both 
hyphens of the dash together or the periods of ellipses one after another. 

Punctuation in Poetry . One suggestion to elementary teachers: Younger 
students being introduced to punctuation rules for the first time may be 
unnecessarily confused by poetry's unusual punctuation usage. Still, teachers 
may also want to expose students to the creative use of punctuation often 
found in poetry. Therefore, teachers should decide whether to count the 
poetry scores or pay attention to student errors while using Student Diskette 
#1 with third and fourth graders. However, for those in grades 5 and up, it 
may be more challenging as well as more instructional to count their poetry 
responses. The errors in these cases reflect the students' understanding of 
how — and perhaps why — poetry uses punctuation somewhat differently. The 
old cliche about "exceptions prove the rule" may be good advice here. 

Record-Keeping . Teachers may wish to take advantage of the Student 
Record Sheets and Progress Chart on the next two pages. Sunburst encourages 
teachers to make copies of these sheets for each student in their classroom. 
Students can then record their own scores and keep track of their progress 
themselves. 
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PUNCTUATION PUT-ON 


STUDENT RECORD SHEET 

NAME TEACHER 



TOTAL 

TOTAL PERFECT 


SUN3LRST, 

COMMUNICATIONS 





































PUNCTUATION PUT-ON Background 


Punctuation in Textbooks 

Instruction in punctuation for reading and writing purposes starts in the 
early grades and continues throughout the school years into college. Although 
the introduction of correct usage usually begins with writing instruction, 
most textbooks continue to review the basic marks every year. The following 
table lists the results of the author*s survey of textbooks concerning the 
grade level in which the marks featured in PUNCTUATION PUT-ON are introduced 
or reviewed. The table should help teachers decide which PUNCTUATION PUT-ON 
Student Diskette best meets the needs of their students. 



* Dashes and ellipses are broken up into hyphens and periods by the program. 
See Teaching Suggestions (p. 19) for recommendations on how to handle them in 
the game. 


- 22 - 
















Types of Marks 


The three tables that follow show the number and types of punctuation 
marks used in the original selections in each of the PUNCTUATION PUT-ON 
Student Diskettes. The numbers in the tables represent how many times each 
mark is used per selection. 

The total number of marks increases across the three Student Diskettes. 
The main focus of Student Diskette #1 is ending punctuation: Almost half 
(46%) of the marks are periods, exclamation marks, or question marks, while 
only 5% are hyphens, colons, or semicolons. In contrast, only about a third 
of the marks in Student Diskettes #2 and #3 are ending punctuation. In 
addition, Student Diskette #3 (High School) contains parentheses and ellipses . 
Also, the content of each diskette is aimed at the interests of students at 
that grade level. 


STUDENT DISKETTE #1 

TITLE 

: ELEMENTARY - GRADES 3-6 

TYPE OF PUNCTUATION MARK 

' ! ? : 

() 

TAMMY TYPES 

10 

24 

0 

1 

1 

2 

0 

0 

11 

0 

SPINNER 

8 

6 

0 

3 

3 

1 

0 

0 

5 

0 

CLOWN PIE 

6 

0 

1 

2 

2 

0 

1 

1 

7 

0 

MIRROR-FACE 

0 

0 

3 

2 

6 

2 

3 

1 

5 

0 

CAN I GO? 

8 

24 

0 

3 

1 

6 

0 

0 

8 

0 

COMPUTER CAMP 

12 

0 

0 

4 

4 

0 

0 

0 

9 

0 

TYPING TIPS 

12 

0 

3 

5 

2 

0 

0 

0 

3 

0 

THE SQUIRREL 

6 

0 

2 

1 

2 

1 

0 

0 

9 

0 

KNOCK! KNOCK! 

2 

0 

0 

2 

8 

5 

0 

0 

0 

0 

BIRTHDAY INVITATION 

6 

0 

0 

3 

1 

1 

0 

0 

3 

0 

LATE 

13 

6 

0 

5 

5 

2 

1 

0 

3 

0 

SILLY JOKES 

11 

0 

1 

1 

5 

4 

0 

0 

5 

0 

MAD! 

5 

0 

0 

7 

4 

0 

1 

0 

4 

0 

PINEAPPLE POPS 

9 

0 

1 

4 

1 

1 

0 

0 

6 

0 

FAIRY TALES 

8 

10 

0 

2 

1 

1 

0 

0 

8 

0 

Totals (408) 

116 

70 

11 

45 

46 

26 

6 

2 

86 

0 
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STUDENT DISKETTE #2: 

TITLE 

JUNIOR HIGH - GRADES 6-9 

TYPE OF PUNCTUATION MARK 

• l ? : 

() 

SIR SELDOM 

10 

14 

1 

4 

2 

2 

1 

1 

4 

0 

WANDA-JANE 

2 

8 

6 

1 

0 

6 

0 

2 

11 

0 

MARTHA’S LETTER 

7 

0 

4 

3 

3 

3 

0 

1 

7 

0 

SECRET RECIPE 

6 

8 

5 

3 

3 

0 

1 

0 

4 

0 

LOST 

13 

2 

13 

3 

0 

0 

1 

1 

8 

0 

FANCY PANTS 

7 

0 

4 

0 

1 

0 

2 

2 

4 

0 

PIZZA PETER 

5 

8 

6 

1 

3 

1 

2 

0 

7 

0 

A UNICORN 

11 

6 

6 

8 

1 

2 

0 

1 

5 

0 

CAROLYN’S KITE 

6 

2 

1 

1 

2 

0 

2 

2 

6 

0 

THE BIG DANCE 

9 

4 

7 

2 

3 

0 

0 

1 

5 

0 

THE OWL AND 

3 

4 

3 

0 

0 

1 

0 

1 

9 

0 

FATHER WILLIAM 

1 

8 

4 

1 

0 

1 

0 

2 

10 

0 

JENNY KISS’D ME 

1 

0 

2 

7 

1 

0 

0 

1 

9 

0 

HUCK FINN (1) 

7 

2 

8 

3 

0 

0 

0 

1 

14 

0 

HUCK FINN (2) 

5 

0 

6 

0 

0 

0 

1 

1 

10 

0 

Totals (447) 

93 

66 

76 

37 

19 

16 

10 

D 

113 

0 


STUDENT DISKETTE 

TITLE 

•3: SENIOR HIGH - GRADES 9-12 

TYPE OF PUNCTUATION MARK 

-'!?:• 

() 

TOP TEEN DECADE 

8 

2 

11 

1 

0 

0 

0 

0 

6 

4 

THAT’S RICH! 

3 

0 

7 

8 

9 

2 

4 

0 

3 

2 

TARGET-5 

10 

0 

13 

1 

0 

0 

4 

1 

7 

4 

VOICE IN THE FOG 

11 

10 

4 

9 

1 

6 

3 

0 

6 

0 

FIRE! 

9 

0 

9 

2 

4 

1 

2 

1 

6 

2 

SWALLOW-TAILS 

9 

12 

5 

3 

2 

1 

0 

2 

5 

0 

FRIDAY NIGHT 

7 

2 

3 

1 

1 

0 

2 

2 

4 

0 

A NEW FRIEND 

6 

e 

4 

3 

3 

1 

1 

1 

7 

0 

FLYING SAUCERS 

10 

8 

3 

1 

2 

0 

1 

0 

8 

2 

A MESSAGE 

11 

2 

5 

1 

1 

0 

2 

2 

8 

4 

TO BE, OR NOT TO BE 

2 

2 

4 

3 

0 



2 

5 

2 

JABBERWOCKY 

2 

4 

4 

1 

3 



1 

6 

2 

ANCIENT MARINER 

7 

0 

4 

0 

5 



1 

8 

2 

HEART OF DARKNESS 

13 

0 

3 

0 

0 

0 

0 

3 

4 

2 

PRIDE AND PREJUDICE 

7 

4 

4 

0 

0 

1 

0 

4 

6 

2 

TOTALS (490) 

m 

54 

83 


D 

D 

24 

20 

89 

26 
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ORIGINAL SELECTIONS 


The writings contained in PUNCTUATION PUT-ON are printed below for 
teachers who want to prepare their students for the program by reading them 
aloud. We suggest that teachers avoid sharing them with students in written 
form — so that the selections are fresh when PUNCTUATION PUT-ON is first 
played. 

Student Diskette #1: Elementary - Group 1 


TAMMY TYPES CLOWN PIE 


Tammy sat down at the computer. 

She looked at the keys and asked her 
teacher, "Now what do I do?" 

"Each key has a letter on it,” said 
the teacher. 

"But I don't want to send a letter," 
said Tammy. "I want to learn about 
the computer." 

"No, silly,” the teacher smiled, 

"the letters make words.” 

"Oh, I get itl” cried Tammy. "A 
key types a word." 

"No," the teacher said, "a key 
types a letter." 

"O.K.," Tammy laughed, "but who 
will I mail it to?" 


SPINNER 

It was David's birthday. His parents 
gave him a special present. It was a 
new puppy! David just loved it. The 
two of them ran and played until David 
wondered, "What will I call him?" 

At first he tried out names like 
Spot, Lassie, and Rover. David didn't 
like those names. He wanted one that 
was different. While he thought, his 
new puppy began to spin around and 
around, trying hard to catch its tail. 

"That's it!" David laughed. "I will 
call him Spinner!" 


Willy, a clown, walks out all frilly. 

He leaps, laughs, and acts so silly. 

A flying pie sails from the side: 

Whipped cream, chocolate, 

cherry surprise! 

It's on his head. It's down his front. 

He stops; he licks the chocolate up. 

A cream-puff smile slips from his face. 
Delicious pie, but what a waste! 

MIRROR-FACE 

A mirror-face: See, there I am! 

Smiling first, and now a silly grin? 
Laughing, blinking, winking, then: 
Disappear! I'm back again! 

Oh, mirror-face! Will you change? 

Growing up to look so strange? 

Or maybe you'll just always be: 

Disappear! The same old me! 

CAN I GO? 

Ken came right home after school and 
yelled, "Can I go?" 

"Where?" his mother asked. 

"You know," he said. 

"No," she answered, "I don't know." 

"But all the other kids are going!" 
he shouted. 

"Well, where are they going?" she 
shouted back. 

"Oh," Ken said. "They're going to the 
circus." 

"Well," his mother smiled, "why didn't 
you say so?" 

Ken waited. "Well, can I go?" 

"Go asked your father!" his mother said 
and turned away. 





Student Diskette #1: Elementary - Group 2 


COMPUTER CAMP 

If you've been wondering about what 
to do next summer/ take my advice. Go 
to summer computer camp! I went this 
year. Boy, I sure learned a lot! Each 
day we spent most of the morning with 
the machines. I learned how to program 
in BASIC. We also got to use art and 
music programs. Oh sure, we did other 
things. We went swimming, boating, and 
hiking. We rode horses. We also played 
volleyball, baseball, and other games. 
But the most fun of all was learning 
computers! Next year, I'm going again. 
By that time I will be good at using 
BASIC and LOGO. Until then, I'm going 
to start saving my money. Someday I'm 
going to buy a computer of my own! 


TYPING TIPS 

Starting today, you can learn to type 
with all ten fingers. Always loosen up 
your fingers before starting. Learn to 
relax on the home keys. Don't let any¬ 
thing else draw your attention. You 
have to give your full attention to 
your lessons. Read the lines of exer¬ 
cises. Let your fingers feel their way 
to the keys on their own. If you make 
a mistake, keep typing. Don't look 
down to find the right key. Short time 
periods of typing are best. Repeat 
them over and over. The more you prac¬ 
tice, the better you'll become. Soon 
you'll amaze your friends! They'll 
call you a real typist! 


TJ-1L SQUIRREL 

Whisky, frisky, hippity-hop. 

Up he goes to the tree-top. 

Whirly, twirly, round and round. 
Down he scampers to the ground. 

Purly, curly. What a tail! 

Tall as a feather, broad as a sail! 

Where's his supper? In the shell. 
Snappity, crackity, out it fell. 


KNOCK! KNOCK! 

Knock! Knock! 

Who's there? 

Isabelle. 

Isabelle who? 

Isabelle out of order? I had to knock! 

Knock! Knock! 

Who's there? 

Wooden shoe. 

Wooden shoe who? 

Wooden shoe like to know! 


BIRTHDAY INVITATION 
Dear Frank, 

I'm having a birthday party next 
week. Can you come? It's on Friday, 
June 30. We'll start at 3 p.m. 

I hope you can come. My address is 
1781 Alice St. See you there! 

Your friend. 


Suzy 
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Student Diskette #1: Elementary - Group 3 



LATE 


I open my eyes. It's daylight. Seems 
like I just went to bed. I want more 
sleep, but Mom yells for me to come to 
breakfast. I don't like her tone. I 
put on my clothes fast. 

••You'll miss school I" Dad says. 

"What? What time is it?" I ask. 

"It's 8:15! Now eat!" says Mom. 

I gulp down my cereal, then race 
upstairs to brush my teeth. A second 
latter, I'm out the door. I keep 
running all the way to school. I get 
to my classroom just as the bell 
rings! Whew! That was close. 


SILLY JOKES 


1. My dog can do arithmetic. 

He can? 

Sure, ask him what 2 minus 2 is. 

O.K. How much is 2 minus 2, Spot? 
See? He got it! It's nothing! 



2 . 


How do you hug a porcupine? 
Very, very carefully. 


3. Whoever took the step-ladder from 
the school janitor better return 
it! Or else, further steps will be 
taken! 


4. I lost my watch on 32nd St. When I 
found it, I was on 56th St. And it 
was still running! 


MAD! 


I wish I were a grapefruit. 
And here's the reason why: 
When you came to eat me, 

I 1 d shoot you in the eye! 

I wish I were a bowling ball. 
Just why, nobody knows. 

When you came to pick me up, 
I'd drop right on your toes! 


I wish I could explain this. 

I don't know why I'm mad. 
Perhaps if you'd be nice to me, 
I wouldn't be so bad! 


PINEAPPLE POPS 

Do you know how to make pineapple 
pops? I do, and I'll tell you how. All 
you need is a quart of lemonade, a can 
of pineapple chunks, and a bunch of 
popsicle sticks. 

First, you fill an ice cube tray 
with lemonade. Then you drop a chunk 
of pineapple in each divider. Put the 
tray in the freezer for a half-hour. 
That's so the pineapple gets a bit 
hard. Then you can stick the popsicle 
sticks into the pineapple chunks. 

Finally, you put the tray back into 
the freezer and wait an hour or so. 

When it's hard, it's ready to eat. 

Delicious! 


FAIRY TALES 

Where do fairy tales come from? We 
don't know exactly. We do have two 
brothers to thank, however. They are 
Jacob and Wilhelm Grimm, better known 
as the Brothers Grimm. 

We owe them a debt of gratitude. 

They were the first to write down 
these stories in a book. For thousands 
of years fairy tales had been handed 
down by word of mouth. These were 
great tales, like "Cinderella," 

"Hansel and Gretel," "Snow White and 
the Seven Dwarfs," "Rumpelstiltskin," 
and "Red Riding Hood." 

More than a century ago, the 
Brothers Grimm collected all the great 
tales. And they're still great today! 
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Student Diskette #2; Junior High - Group 1 


SIR SELDOM 


In the Kingdom of Always around 500 
A.D. lived a young knight who could 
rarely make a decision. He was called 
Sir Seldom, and people laughed at him 
for not always knowing what to do. 

"The world is very complex," he told 
himself. "No one is always right!" 

So Sir Seldom left Always? he travel¬ 
ed to the Land of Crafty. There he met 
a young princess who said: "My name is 
Too Clever. Who are you?” 

"I'm called the Red Knight," he 
lied, "but sometimes I'm the Blue 
Knight or the Green Knight." 

"Can't you make up your mind?" she 
scolded. "I think you need a new name. 
I'll call you Sir Sometimes!" 


WANDA-JANE 

Where are you going, sweet Wanda- 
Jane? Are you leaving us for fortune 
and fame? 

"I'm traveling far," replies Wanda- 
Jane, "to find a treasure; it has no 
name." 

Who are you leaving, sweet Wanda- 
Jane? Your mother, father, and sister 
Lorraine? 

"They tell me I must," sighs Wanda- 
Jane, "to find a treasure; it has no 
name." 


MARTHA'S LETTER 

1114-A N. First St. 

San Jose, CA. 95050 

Dear Susan, 

Guess what? My teacher asked us to 
write about our summer vacations. Of 
course, I thought of you! We had such 
a terrific time in New York- City. Re¬ 
member when your Mom let us ride the 
subway by ourselves? Or how about the 
time we smeared green toothpaste all 
over our faces? We ran down the 
street; then we scared your, sister. 

Well, I didn't tell my teacher about 
that! Anyway, I have to do all my home¬ 
work now, so it's good-bye. Write! 

Your best friend. 


SECRET RECIPE FOUND 

GARY, IND. - The secret of perfect 
chocolate chip cookies has been uncov¬ 
ered in an Indiana field 12 miles from 
here. Reporters rushed to the scene 
when 13-year-old Tim "Chip" Gallagher 
opened a rusty box that his dog had 
dug up in a garden. 

”1 couldn't believe it!" Gallagher 
said. "Inside was a piece of paper 
with the recipe and some cookie 
crumbs. They could be 100 years old!" 

Although Gallagher has had offers 
for the recipe from bakers, corpora¬ 
tions, and movie producers, he says he 
won't sell. As he put it: "First I'm 
going to make up a batch and taste 
them for myself!" 


LOST CAT 

CAT - A 5-year-old, female Siamese cat 
was lost near Park and 52nd Sts. Thurs¬ 
day night. Her name is "Podunk." She's 
mostly light brown with a black mask 
on her face; she has golden eyes and 
white paws. Her five baby kittens miss 
her very much, and she is also missed 
by: 5-year-old Ida, 3-year-old Benny, 

and 2-year-old Alan. Podunk was last 
seen wearing her silver collar. She 
doesn't bite and is very affectionate. 

If you have seen her or know where she 
might be found, call 115-1115. There 
is a $10 reward. Bring her to Edith 
Jones' residence, 5210 Park St., 
before 10 p.m. Monday-Friday, or any¬ 
time on the weekend. 


Martha 


- 28 - 



Student Diskette #2: Junior High - Group 2 


FANCY PANTS 


People wear pants in many different 
colors and styles these daysr and each 
pair of pants tells a little bit about 
the person wearing them. Some pants 
have strange designs: black stripes on 
a white background; blue polka dots on 
grey. Other pants come in bright 
colors: electric pink — or yellow or 

red. In the 1960s, people wore blue 
jeans with rainbow-colored patches and 
embroidered peace signs. Today, school 
kids wear corduroys, dress slacks, lea¬ 
ther pants...and lots of them still 
wear jeans! 

PIZZA PETER 

Peter Pepperoni loved pizza more 
than anything else in the world — 
more than baseball games, or space ad¬ 
venture movies, or his mother's straw¬ 
berry shortcake. Every morning, right 
after he woke up, Peter asked himself: 

"What do I want today?" A tiny voice 
in his head always answered: 

"PIZZA!" Visions of puffy dough cov¬ 
ered with tomato sauce, topped with 
cheese and olives and anchovies, 
floated through his mind. He created 
his favorite pizza in his imagination. 

"Yum-yum," he sighed. Then his eyes 
popped open. 

"Oops! I almost forgot pepperoni!" 


A UNICORN IN THE HOUSE 

"Who's there?" Melissa cried. Some¬ 
thing was scratching at her door. 

Nobody answered. It couldn't be 
Bartholomew, her cat, because he was 
sitting next to her on the bed. It 
couldn’t be her mother — she would've 
said something. It might be her 
brother. Bob, but he wasn't usually so 
quiet. 

Suddenly the door swung open. 

Melissa was so shocked she couldn't 
say anything. A beautiful white horse 
stared at her. It had lavender eyes 
with long black lashes; a curving, sil¬ 
ver horn stuck from its forehead. 

"You're so beautiful!" she cried. 

"But you can’t be real — can you?" 


CAROLYN'S KITE 

When Carolyn was very small, her fa¬ 
ther took her to the park on windy 
days. He showed her how to fly a kite, 
even letting her hold the string. 

When Carolyn grew older, she had a 
great ambition: She would build her 
own kite; and it would fly high enough 
to touch the clouds. 

She stretched red silk on a frame 
built like a giant bird; she added a 
tail of golden ribbons. One very windy 
afternoon, Carolyn took it to the park 
and let it soar. But when it touched 
the clouds, it disappeared. 

Carolyn started to cry, but her 
father said: "How wonderful! Now your 
kite might even reach the stars!" 


THE BIG DANCE 

Siesta Jr. High was a sleepy place. 
But one afternoon the student body 
president. Sue Snoozer, suddenly woke 
up. "Let's have a big dance!" she 
cried. "That should keep us awake!" 

The principal agreed that it was a 
good idea. He yawned; then he gave the 
Student Council some money for decora-. 
tions. They hung red and orange 
streamers — colors to open even the 
sleepiest eyes — across the gym. 

The musicians, called the Wide-Awake 
Dreamers, arrived on the Big Night. 

They played such great songs that 
nobody left early. In fact. Siesta stu 
dents had such a good time they voted 
to change their school's name! 
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THE OWL AND THE PUSSY-CAT 


"Dear Pig, are you willing to sell for 
one shilling 

Your ring?" Said the Piggy, "I will." 

So they took it away, and were married 
next day 

By the turkey who lives on the hill. 

They dined on mince and slices of 
quince, 

Which they ate with a runcible spoon; 

And hand in hand, on the edge of the 
sand. 

They danced by the light of the moon. 
The moon. 

The moon. 

They danced by the light of the moon. 

— by Edward Lear 


FATHER WILLIAM 

"You are old. Father William," the 
young man said, 

"And your hair has become very white? 

And yet you incessantly stand on your 
head — 

Do you think, at your age, it is 
right?" 

"In my youth," Father William replied 
to his son, 

"I feared it might damage the brain; 

But, now that I'm perfectly sure I 
have none, 

Why, I do it again and again." 

— by Lewis Carroll 


JENNY KISS'D ME 

Jenny kiss'd me when we met, 

Jumping from the chair she sat in; 

Time, you thief, who love to get 

Sweets into your list, put that in! 

Say I'm weary, say I'm sad, 

Say that health and wealth have 
miss'd me. 

Say I'm growing old, but add, 

Jenny kiss'd me. 

— by Leigh Hunt 


ADVENTURES OF HUCKLEBERRY FINN, PART 1 

You don't know about me, without you 
have read a book by the name of "The 
Adventures of Tom Sawyer," but that 
ain't no matter. That book was made by 
Mr. Mark Twain, and he told the truth, 
mainly. There was things which he 
stretched, but mainly he told the 
truth. That is nothing. I never seen 
anybody but lied, one time or another, 
without it was Aunt Polly, or the 
widow, or maybe Mary. Aunt Polly — 
Tom's Aunt Polly, she is — and Mary, 
and the Widow Douglas, is all told 
about in that book — which is mostly 
a true book? with some stretchers, as 
I said before. 

— by Mark Twain 


ADVENTURES OF HUCKLEBERRY FINN, PART 2 

Now the way that book winds up, is 
this: Tom and me found the money that 
the robbers hid in the cave, and it 
made us rich. We got six thousand 
dollars apiece — all gold. It was an 
awful sight of money when it was piled 
up. Well, Judge Thatcher, he took it 
and put it out at interest, and it 
fetched us a dollar a day apiece, all 
the year round — more than a body 
could tell what to do with. The Widow 
Douglas, she took me for her son, and 
allowed she would sivilize me? but it 
was rough living in the house all the 
time, considering how dismal and 
regular and decent the widow was. 

— by Mark Twain 
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TOP TEEN DECADE 


The space shuttle program, the in¬ 
vasion of Grenada, and the return of 
the hostages from Iran — these were 
the top 3 achievements of the U.S. in 
the past decade (1974-1984), according 
to a survey of high school students. 

Some 2,300 students (juniors and sen¬ 
iors) responded to the survey sponsor¬ 
ed by "Who's Who Among High School Stu¬ 
dents." The results showed that U.S. 
high school students worry most about 
the future, school-work, and dating — 
in that order. Only 5 per cent say 
they are troubled by thoughts of an im¬ 
pending nuclear war. 

THAT'S RICH1 

Dear Mr. and Mrs. Public: 

How many times have you said to your¬ 
self: 1 wish I were richl Here's your 

chance! Today you can change your 
life! Think of it: you—a million¬ 
aire! And think of the mansion you'll 
live in, the yacht you'll own, the Mer¬ 
cedes you'll drive! Want to join the 
jet-set? Live like a king or queen? 

Here's how: pick up the phone and 
call 111-1212. Now! Make your dreams, 
come true! (But don't call if you 
don't want to become rich!) 

Sincerely yours. 

Dr. Phineas Ripoff 

Swampwater Gadgets 

TARGET-5 

DESCRIPTION: In this game, up to five 

players throw darts at a target with 
10-, 25-, and 50-point zones. All play¬ 
ers are given sets of darts whose 
weights vary by 5-10 ozs. There are 
two shooting distances: short (10 ft.) 
and long (15 ft.). The average proba¬ 
bility of one player scoring 50 points 
is 14%, 25 points is 36%, and 10 
points is 50%. Target-5 is a game for 
the whole family; it can be played in¬ 
doors or outdoors. It's due at your lo¬ 
cal hobby store this June-July. 

Contact: Targtoys, Washington D. C. 

Prices: Indoor versions - $8 

Outdoor versions - $12 


VOICE IN THE FOG 

Pam stepped from the bus and started 
walking in the fog. She heard the foot¬ 
steps and whirled around: "Who's 
there?" 

"Why do you ask?" a man's voice came 
out of the void, startling her. 

"Who is it?" Pam demanded. She tried 
to stay calm, remembering Sunday's ser¬ 
mon on Psalms 23:5. 

"It's me. Rev. Wilson," said the 
voice. "I suppose it's you, Pamela?" 

Pam felt funny. It didn't sound like 
Rev. Wilson. And what would he be do¬ 
ing there anyway? To top it off, why 
did he say 'suppose'? Suddenly she 
turned and ran. There was only one an¬ 
swer: It wasn't Rev. Wilson at all! 


FIRE! 

Frank ran to the door and pulled on 
the knob. Smoke swooshed in, billow¬ 
ing up and engulfing him. He fell back¬ 
wards, fanning his arms before him. 

The heat was intense, but no flames 
licked out at him. Thank goodness no 
one else was home! Then he remembered 
his dog: Go-Go! Where was he? He yell 
ed for him, but the smoke choked his 
voice to a whisper. He backed to the 
window; if he opened it, the in-rush- 
ing air might cause an explosion. He 
would have just enough time: a one- 
story leap wouldn't be bad (he hoped). 
Suddenly, he felt Go-Go's cold nose on 
his ankle. He scooped him up and turn¬ 
ed to the window. Safe! 
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SWALLOW-TAILS 


Julian watched butterflies flutter 
in the field outside his window, when 
he was supposed to be studying trigono¬ 
metry. The yellow ones with black- 
striped wings were his favorites. He'd 
seen their picture in the "Encyclope¬ 
dia of Butterflies and Moths"? they 
were called "swallow-tails." 

He told Lisa, his sister, about them 
and drew a picture for her. The next 
day she went into the field with a net 
and captured one for Julian. But he 
cried, "Oh no!" when he saw the dead 
butterfly? Lisa was surprised*. 

"What's wrong, Julian?" she asked. 

"You can't do that to them!" he said. 
"Butterflies belong in the air." 

FRIDAY NIGHT AT THE MOVIES 

Jody didn't think too hard about 
many things — except for clothes and 
dates and fingernail polish. But one 
special occasion was important to her: 
going to the movies on Friday nights. 

Once inside the theater, what Jody 
ate was very important. Eating popcorn 
made hsr face greasy? ice cream would 
drip all over her pants. So, she always 
bought a box of red licorice? she gave 
one piece to each of her friends. 

She and her girlfriends usually sat 
as close to the screen as possible. 

The girls were very quiet during every 
movie, and they hated the rowdy boys 
who sat in the back. Cnee Jody even 
yelled at them: "Shut up, you bozos!" 

A NEW FRIEND 

Deborah spent every hour after school 
with her nose in a book? unfortunately, 
she didn't make many friends that way. 

One day she suddenly thought, "I'm lonely! 

The next day, she tried to talk to 
some girls in her Biology class. But 
when Deborah opened her mouth to say 
"Hi," nothing came out. Deeply dis¬ 
couraged, she left the classroom. She 
went to the computer room. Deborah was 
alone, but three green screens suddenly 
flashed on. These words appeared on the 
middle screen: 

"Hello, hello! I'm so lonely — will 
you talk to me?" 

She sat down and typed, "Why sure!" 


FLYING SAUCERS 

FRESNO, CA — Mrs. Mary Wiggam G. Smith 
reported an Unidentified Flying Object 
(UFO) to the Fresno police yesterday. 
She saw the UFO just after midnight, 
flying low near her house. 

"It was enormous!" Smith, a local 
taxidermist, recalled. "It was cover¬ 
ed in blue and red lights, and they 
just kept flashing and flashing. I 
think they were trying to talk to me." 

Not everyone believes Smith's 
"flying saucer" story. Bob Barnetto, 
her neighbor, had this to say: 

"Sure, I saw something. But it 
looked like a recreational vehicle to 
me. Probably some folks from Los 
Angeles just took a wrong turn!" 


A MESSAGE 

Barnaby and his sheepdog, Mr. M, 
found something strange on the beach. 
When the tide was low, they spotted a 
bottle stuck in the sand. Barnaby 
picked it up and took out its cork? he 
shook it hard, upside-down. 

Suddenly a rolled-up piece of paper 
fell out. Mr. M almost dragged it 
away, but Barnaby grabbed it from his 
mouth. He unrolled the paper? written 
in large, sloppy letters was the fol¬ 
lowing secret message: 

"TO ALL WHO READ THIS (AND MAYBE 
THOSE WHO DON'T): NEITHER A BORROWER 
NOR A LENDER BE, FOR YOU MAY FIND YOUR¬ 
SELF ON THE WRONG BOAT! (WELL, MAY¬ 
BE....)" 
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TO BE, OR NOT TO BE 
(an excerpt from "Hamlet") 

To be, or not to be: that is the 
question: 

Whether 'tis nobler in the mind to 
suffer 

The slings and arrows of outrageous 
fortune, 

Or to take arms against a sea of 
troubles, 

And by opposing end them. To die: 
to sleep? 

No more? and by a sleep to say we end 
The heart-ache, and the thousand 
natural shocks 

That flesh is heir to. 'Tis a consum¬ 
mation 

Devoutly to be wish'd. 

— William Shakespeare 

JABBERWOCKY 

(from "Through the Looking-Glass") 
'Twas brillig, and the slithy toves 
Did gyre and gimble in the wabe: 

All mimsy were the borogroves. 

And the mome raths outgrabe. 

"Beware the Jabberwock, my son! 

The jaws that bite, the claws that 
catch! 

Beware the Jubjub bird, and shun 
The frumious Bandersrjatch!" 

He took his vorpal sword in hand; 

Long time the maxnome foe he 
sought — 

So rested he by the Tumtum tree. 

And stood awhile in thought. 

— by Lewis Carroll 

THE RIME OF THE ANCIENT MARINER 
(an excerpt) 

Water, water, everywhere. 

And all the boards did shrink? 

Water, water everywhere. 

Nor any drop to drink. 

The very deep did rot: O Christ! 

That ever this should be! 

Yea, Slimy things did crawl with legs 
Upon the slimy sea.... 

Ah! well-a-day! what evil looks 
Had I from old and young! 

Instead of the cross, the Albatross 
About my neck was hung. 

— by Samuel T. Coleridge 


Senior High - Group 3 


HEART OF DARKNESS 
(by Joseph Conrad? an excerpt) 

We penetrated deeper and deeper into 
the heart of darkness. It was very 
quiet there.... Whether it meant war, 
peace, or prayer we could not tell. 

The dawns were heralded by the descent 
of a chill stillness? the woodcutters 
slept, their fires burned low? the 
snapping of a twig would make you 
start. We were wanderers on a prehis¬ 
toric earth that wore the aspect of an 
unknown planet.... 

The earth seemed unearthly. We are 
accustomed to look upon the shackled 
form of a conquered monster, but 
there — there you could look at a 
thing monstrous and free. 


PRIDE AND PREJUDICE 
(an excerpt) 

"Which do you mean?" and turning 
round, he looked for a moment at 
Elizabeth, till catching her eye, he 
withdrew his own end coldly said, "She 
is tolerable? but not handsome enough 
to tempt me? and I am in no humour at 
present to give consequence to young 
ladies who are slighted by other 
men...." 

Mr. Darcy walked off? and Elizabeth 
remained with no very cordial feelings 
towards him. She told the story how¬ 
ever with great spirit among her 
friends? for she had a lively, playful 
disposition, which delighted in any¬ 
thing ridiculous. 

— by Jane Austen 
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WORKING WITH YOUR APPLE II 


TURNING ON THE COMPUTER 

1. Turn on the television or monitor. 

2. Insert the diskette into the disk drive with the label facing up and 
on the right. 

3. Close the door to the disk drive. 

4. Turn on the Apple II. (The on-off switch is on the back left side of 
the computer.) 

5. You will see a red light on the disk drive turn on. If the disk drive 
light does not turn off in about 10 seconds, turn the Apple off and make 
sure your diskette is placed correctly in the disk drive. 

6. The SUNBURST logo will appear on the screen, followed by the title 
sequence for the program. 

7. Follow directions given in the program. 

8. If you want to stop, hold the CONTROL key and press the E key. 

TURNING OFF THE COMPUTER 

1. Remove the diskette from the disk drive and return it to its place of 
storage. 

2. Turn off the Apple. 

3. Turn off the television or monitor. 


- 34 - 



WORKING WITH YOUR IBM PC or PCjr 


TURNING ON THE COMPUTER 

1. Place the diskette in the computer's disk drive with the label facing 

up and on the right. (If your PC has two disk drives, place the 

diskette in the one on the left.) Close the door of the disk drive. 

2. Turn on the graphics monitor. 

3. Turn on the computer using the bright red switch on the right side 

toward the back (on the back left side of the PCjr). In several 
seconds, you will see the red light on the disk drive light up, and 
you will hear the disk drive spinning. 

4. The SUNBURST logo will appear on the screen, followed by the title 
sequence for the program. 

5. Follow the instructions in the program. 

6. If at any time during the program you want to stop, hold the CONTROL 
button and press the E key. 

MAKING A COPY OF YOUR STUDENT DISKETTE 

Before you begin using CHANGE OPTIONS to add selections to PUNCTUATION 
PUT-ON, you may wish to make a copy of your Student Diskette. Make sure you 
have a blank diskette ready for each copy you wish to make. By making a copy 
and using it instead of the original, anytime you want a clean Student 
Diskette (for instance, to gather different classes or student writings on one 
diskette) you can take out your original and make a fresh copy. 

1. Insert your copy of PC-DOS into the disk drive. 

2. Turn on your computer. 

3. When the A prompt appears on your screen, type: 

DISKCOPY A: B: (Press ENTER [ ]) 

4. Remove your PC-DOS diskette from the disk drive. 

5. Insert your Source Student Diskette into the disk drive and follow the 
instructions on the screen. If you have two disk drives, your "Source" drive 
is A, and your "Target" is B. When you are done, you will have a copy of your 
Student Diskette. Place the original in a safe storage place and use the new 
copy. 

TURNING OFF THE COMPUTER 

1. Remove the diskette from the drive and put it in a safe place. 

2. Turn off the computer. 

3. Turn off the graphics monitor. 
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"WHAT HAPPENS IF...?" — SUNBURST COURSEWARE AND WARRANTY 


1. What happens if a program will not load or run? 

Call us on our toll-free number and we will send you a new 
tape or diskette. 

2. What if I find an error in the program? 

We have thoroughly tested the programs that SUNBURST carries 
so we hope this does not happen. But if you find an error, 
please note what you did before the error occurred. Also, 
if a message appears on the screen, please write the message 
down. Then fill out the evaluation form and call us with 
the information. We will correct the error and send you a 
new diskette. 

3. What happens if the courseware is accidentally destroyed? 

SUNBURST has a lifetime guarantee on its courseware. Send 
us the product that was damaged and we will send you a new one. 

4. How do I stop the program in the middle to go on to something new? 

A program can be ended at any time by holding the CONTROL 
(CTRL) button and pressing the E key. 

5. Can I copy this diskette? 

The material on the diskettes is copyrighted. You should not 
copy the main program diskette . However, Sunburst grants 
purchasers the right to copy the Student Diskettes — for 
classroom use only. 

6. When can I remove and replace the Student Diskette? 

Teachers can work with any Student Diskette placed in the 
disk drive whenever the CHAWGE OPTIONS menu is displayed. 

Students must use the BEGIN AGAIN option from the Main 
Menu to switch diskettes (see p. 9). 
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